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About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to certain visual images, including 
flashing lights or patterns that may appear in video games. Even people who have no history of seizures or 
epilepsy may have an undiagnosed condition that can cause these "pliotosensitive epiieptic seizures" while 
watching video games. 

These seizures may have a variety of symptoms, including iightheadedness, altered vision, eye or face 
twitching, jerking or shal<ing of arms or iegs, disorientation, confusion, or momentary ioss of awareness. 
Seizures may also cause loss of consciousness or convuisions that can lead to injury from falling down or 
striking nearby objects. 

immediately stop piaying and consult a doctor if you experience any of these symptoms. Parents should watch 
for or ask their children about the above symptoms - children and teenagers arc more iikely tiian adults to 
experience these seizures. 

The risk of photosensilivs epileptic seizures may he reduced by sitting farther fi'om the television screen, 
using a smaller television screen, playing in a well-lit room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before playing. 

Other Important Health and Safety Infomiation 

The Xbox Instruction Manual contains important liealtli and safety information tliat you should read 
and understand before using this software. 

Avoid Damage to Your Television 

Do not use with ceitain televisions. Some televisions, especially front- or rear-projection types, can be 
damaged if any video games, including Xbox games, are played on them. Static images presented during the 
normal cou rse of game play may "bu rn I n" to the scree n, causing a permanent shadow of the static image to 
appear at all times, even vjhen video games are not being played. Similar damage may occur from static 
images created when placing a video game on hold or pause. Consult your television owner's manual to 
determine If video games can be played safely on your set If you are unable to find this Information in the 
owner's manual, contact your television dealer or the manufacturer to deterniine if video games can be played 
safely on your set, 



Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, or 
circumvention of copy protecfion is strictly prohibited, 
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UStNE THE XBOX VlllfO DAME SYSTEM 

1 . Set up your Xbox® video ganiB system by following the instructions 
n the Xbox instruction Manual. 

2. Press the power button and the status indicator light will light up, 

3. Press the eject button and the disc tray will open. 

4. Place the lndyCar"'Serles 2005 disc on the disc tray with 
the label facing up and close the disc tray. 

5. Follow the on-screen Instr'uctlons and refer to this manual for more 
Information about playing indyCar*'Series 2005. 

Disc tray- 
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Controller poii 1 - 
Control ter port 2 - 



Eject button 

Power button 
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Avoiding Damage to Discs or the Disc Drive 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

« Never use oddty shaped discs, such as star-shaped or heart-shaped discs. 

• Do not leave a disc In the Xbox console for extended periods when not In use. 

• Do not nnove the Xbox console while the povner is on and a disc Is inserted. 
■ Do not apply labels, stickers, or other foreign objects to discs. 
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- Controller port 4 

- Controller port 3 



USING THE MBOK CONTHOIUH 

1 . Insert the Xbox Controller Into any controller port on the front of the Xbox console. 
For multiple players, insert additional controllers into available controller ports, 

2. Insert any expansion devices (for example, Xbox Memory Units) into controller 
expansion slots as appropriate. 

3. Follow the on-screen Instructions and refer to this manual for more Information 
about using the Xbox Controller to play IndyCar^^Series 2005. 



Expansion slot A- 



Expansion slot 6 



Right trigger 



Left thumbslick 



BACK button 
START button 



Left trigger 




Directional pad Right thumbstick 



MENU NAVtEAnUN 



When navigating menus any controller can be used. The controls are as follows: 



Highlight menu item: 

Change menu item when < ► Is shown: 

Select highlighted menu Item: 

Cancel/back: 

Access Quick Live Menu 

(when signed Into Xbox Live): 



Directional pad or left thumbstick -f- 4- 
Directional pad or left thumbstick ^^ 
Q or 'iS 
Q or 'S 
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Take IndyCar® Series 2005 Beyond the Box 

Xbox i-we™ is a high-speed or broadband internet gaming community where you car Create a permanent 
gamer identity, setup a Friends List with other piayera, see when they're oniine, invite them to play and 
\A to them in reel-time as you play 

Connecting 

Before you can use Xbox Uve, you need to conneet your Xbox console to a high-speed or broadband 
internet connection and sign up for the Xbox Uve service. To determine If Xbox Uve is auailable in your 
region and for Information about connecting to Xbox Uve, see wvim.xbox.coin/comect. 
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Select alternative controi configurations through Main Menu > Options > Controls, 

0JV THE TRACK 
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1. Speed Assist; Indicates when Speed Assist has kicked in to reduce your speed and help you corner 

more easily. 

2. Traction Control: indicates when Traction Control has activated to eliminate wheel-spin. 

3. Current Gear; The current gear you are using. Set your transmission type through Main Menu > 

Options > Advanced Game Options, Automatic transmission takes control of your 
gears allowing you to concentrate soiely on driving, whereas manuai transmission 
enables you to shift gears as needed 

4. Draft Meter: Shows the benefit your car is getting from riding the slipstream of the car in front. 

The fuller this is, the iess drag your car is experiencing, 

5. Rev Coiinter; When the final light illuminates, you have reached maximum revs and will need to 

shift up a gear 

6. Current Speed: Vour current velocity, 

.7. Lap Indicalor: The estimated laps remaining on your current tanl< of fuei. 

8. Fuel Tank: The amount of fuel left in you r tan k. 

9. Damage Display: Each element brightens as you take damage. If you are racing at Pro skill level, 

internal components can also maiiunction. 

Cooling System: as this is damaged, the ECU lowers the rev limit to stop 

engine damage. 

Oil System: damage to this vi\]\ reduce engine torque (pulling power). 

ECU: if damaged, reliable fuei control may be lost resulting in misfiring and 

rough acceleration. 

Transmission: a damaged gearhox may not respond in all gears. 

Engine: ms engine damage isterminai. 

10. Tire Temp.: Displays the temperature of your tires, 

Blue/yeiioi« = cold/warm; orange/red = optimum temperature; pink/white = v, hot 
Hotter tires provide more grip, but will wear faster than colder ones, 

11. Cautioti /Pits; liiuminates if you enter a Caution Period. If "C" is displayed, the Pits are closed; if "P" 

is shown, the Pits are open, However, you may enter the pits when they are ciosed if 
your car is damaged or about to run out of fuel. 

12. Fuel Mixture: These controls adjust your fuel:air ratio during the race. Increasing the richness of 

your Mixture gives you greater speed, but at a cost to your consunnptlon (normal 
running = 4). Decreasing it has the opposite effect. Set the mixture to to save fuel 
during Caution Periods, 

13. Weight Jacker; This corrects steering problems in real time during the race. Adding weight corrects 

understeer problem. Subtract weight to fix oversteer. 



14, MFD: The MFD (Multi-Function Dispiay) serves the following purposes: 

Race State: see Flags. 

Oualification: during qualification, your lap times and average speeds are shown, 

laps Remaining: the number of iaps left to the checkered flag. 

Race Positions: the positions of all drivers are shown periodically. Your position is 

always displayed in the top right corner. 

Gat in Front: the time difference between you and the car in front. 

Gar Beliind: how far ihe car behind is from you (measured in seconds). 

Split Times at the Line: tine lime diflerence between you and the fop five drivers. 

Lap Speeds; shows your best and last lap times. 

15. Warning Icons: Indicate unusual track conditions: 

m 



m 



Autodrive: takes controi of your car at the start of a race, during caution periods and 
when you enter the pit lane, A 5-second countdown is given when control is about to 
return to you. 

m, j m m, jm Caution Period & Start of Race: no overtaking is allowed ; you must maintain position 
I mk I ■ ! ■ I behind the marked car See aiso Flags, Cautions & Penalties, 

16. Mirrors (not shown) use your rear-view mirrors when in Cockpit View (@) to watch out for 

rivals looking to overtake. 

CaitEER EOAIS 

For each Goal you achievo, you will receive a trading card. The standard of your card depends on the class in 
which you earn it At Easy ievel and you'il receive a bronze card; win through as a Pro and you can expect to add 
golds to your coliection. 

Whenever you achieve a Career Goal, you may aiso unlock a Sonus In addition to your cards. 

PtAYER PROFIU 

To create your Piayer Profile, go to "Player Profile" on the Main Menu and set up your details. 
All game progress Is saved to your Profiie. 

Trading Card Album 

Check out the Trading Card Album to review all of the Trading Cards and Bonuses you've unlocked. 

Manage Player Profiles 

Foiiow the directions shown on screen to set up your Player Profile. 



Create 
Load 

Save 



When you load the game, your last used Player Profile is loaded automatically. If you want to 
load an alternative saved Profile, select "Load Player" from this menu. 

At regular points throughout the game, your game progress is Autosaved to your- 
Player Profile, 
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QUICK Race 

Get straight onto the speedway. Set up your race using the options described below, tlien SGlect "Start Race." 

Test Drive Practice on [he selected track (see Tracl^ below) with the circuit and car setup you've 

specified in the Garage (see The Garage). 

Start Race Tai<e part in a full race day event. To inciude a Qualification stage, try the harder 

ditficuity levels (see Oiiaiification). 

Driver Drive as any of the pros of the indyCar^Series, or use a custom driver (uniockabie). 

Track Select the circuit to be raced. 

Laps Define the length of your race 

Opponents Set the number of drivers to compete against. 

Skill Level Easy: Vour car is Invulnerable to damage, Vou have unlimited fuel; tires do not wear. 

All of the Assists are avaiiabie. No rules apply. 

Normal: Minor damage applies. You have unlimited fuel: your tires do not vimi 
The Speed Assist is unavailable. The fuB rules of the indyCai^Serles apply. 

Pro.- This Is the real deal. Fuii damage applies; fuel Is consumed and tires wear No Assists 
are available and you must qualify for your place on the grid (see Quaiificatlon), 

Custom: See Custom Sldll Level. 

Custom Skill Level 

Set the parameters for your race as described beiow. When you are satisfied with your choices, 
select "Use These Settings," 

Damage None: fJo cars take damage. 

Simple: M cars are subject to basic damage. 

Full: Ml cars are vulnerable to realistic damage 

Al Cars On/y,- Your car is invulnerable, but all other cars can be damaged. 

Fuel & Tire Wear Off: Tires do not wear No luei is consumed. 

On: Periodic pit stops are required to replace worn tires and refuel your vehicle. 

Penalties Off; You will incur no penalty for any of your actions on the track. 

On.' Penalties apply according to the rules. Flags are shown (see in-game iviasterciass). 

Grid Position Fmnt/Middie/Baok: Set your starting position on the grid. 

Qualify:Ynu must race qualification laps before the race to decide your starting 
position (see Qualification). 



mnYCMR®SiRIES 

The indyCar^Serles Is the heart and soul of the game. The rules of tlio indyCar^'Series apply throughout the 
competition (depending on your Skill Level); learn them in the Masterclass before taking the challenge 

Set up the options described below, then select "Start Series," 

Driver: See Quick Race 

Laps: Select the number of laps for each circuit. Take care when selecting shorter race distances 

as, depending on the skill level selected, the rules of the lndyCar"Serles (including 
compulsory pit stops and Caution Periods) may apply. 

Skill Level; See Quick Race, 

siRKs guMiHomaN 

Qualification decides your grid position for the coming race, it begins with a warm-up lap followed by the 
guaiification laps. Two laps arc driven; your fastest lap time Is recorded. When ail enlrants have completed 
guaiification, the starting grid is constmcted in order of each driver's best lap time, the fastest taking pole position. 

If you fail to complete the qualification laps, your fastest completed lap determines your place on the grid, 

WINHiNB THE SERIES 

Points are awarded depending on your finishing position. At the end of the Series, the driver with the most 
points is the winner In the event of a tie on points, the driver with the most first places is the winner 

Points are allocated as follows: 



Position 
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16 
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The driver that leads the race for the moat laps gains an ertra two points, 

Saving 

Your indyCar^Serles 2005 game is automatically saved at the end of each race day. You can also make 
manual saves at the Pits during each race. 



iMDY saa® 

The Indy 500® is unquestionably the most famous and prestigious race of the entire indyCar^'-'Series, 
All setup options are identicai to the indyCar^Series mode. See indyCar*Series for more information. 

Qualifying for tlie Indianapolis 500® 

Unlll<e normal qualification, there are four quaiilying iaps instead ottwo.Yourquaiifying speed is 
determined by averaging the speed of all tour laps. 

Pole Day 

Pole Day is your best chance to claim that elusive pole position (it is possihie for the pole position to be 
undecided on Poie Day, but this is very rare). You can make up to three attempts to qualify over Pole Day 
and Bump Day, but once you take the checkered tiag at the end of iap four, your time is official. You vjon't 
get another chance to try out, so make sure your time is a good one. If you don't want your time to count, 
you must "waive" your attempt before crossing the finish iine. To end a qualification attempt before the 
end, select "Waive" from the Pause Menu, or drive into the Pits. 

During Poie Day, if you waive a quallfioation run, you will not get another chance to try out until aii other 
entrants have had their go. If there is any free time left at the end of Pole Day, the draw moves into a 
period of free qualification. This is on a first-come-first-serve basis, so make sure you press © to get a 
chance before the time runs out, 

Bump Day 

it you're not on the grid by Bump Day, this is your last chance so iong as you have not used up all three 
attempts. 

On Bump Day, any free grid places are filled up first. Once the grid is full, the "bumping" begins! 
The slowest qualifier is "on the bubble," If another driver posts a quicker time, the driver who is on the 
bubble is bumped out of the indy 600®; the honor then falls to the next slowest driver. 

Those who earn a grid position on Bump Day are placed below the line of Pole Day quaiifiers. 

Remember, once you take the checkered flag yourtime is official. Make sure you waive the attempt if you 
think you're too slow. 

The fastest way to become a professionai-ievei indyCaf'-Series driver is to take a iVlasterclass course. 
Select "Masterclass" on the Main Menu to display a list of the classes available. Select the class name to 
learn aii that the lesson has to teach. 
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DAMaEE a PIT STOPS 

As you race, you may receive damage to your vehicle, depending on the Skill Level you have selected for 
your game mode. It is Important to get this fixed as any damage affects the performance of your car. To 
repair minor damage to your car and to replace worn tires and refuel, head to the Pits, Too much damage 
could prevent you from finishing tlie race. 

When you reach the Pits, the Pit Menu will appear on screen detailing all actions that need to be performed 
on your vehicle - by default these are all enabled. To disable a repair or other action to save time, ds/seiect 
the item on the Pit Menu, 

THMBABAGE 

Come to the Garage to adjust the spedfication of your car Select "Swap" to define different car parameters 
tor qualification and racing. For qualification, configure your car for the best possible speed. For the race itself 
your car needs to hold together over many laps - aim for the best compromise between durability and speed. 

Tire Pressure: Tire pressure changes the shape of the contact patch. This affects grip, rolling resistance 

and wear To achieve the optimum ratio between grip and wear, set the pressure so that the 
tire contacts the track across its entire width, Over-infiafing your tires will give a lower 
roliing resistance (therefore a highertop speed), but will lessen your grip. Under-inflating 
them gives more grip, but your top speed is reduced. 

Springs; The springs stiffen or soften your suspension and affect how your car handles under 

cornering stresses and aerodynamic loads. Soft suspension risks body roll vnhen 
cornering or grounding under aerodynamic load. Suspension that is too stiff may 
make your handling unreliable. 

Dampers: Dampers reduce or eliminate oscillations in the springs. If your dampers are too hard, 

your suspension may be less able to handle inconsistencies In the road surface, 
if your dampers are too soft, the suspension may oscillate too much. 

Ride Height: Ride height affects both drag and downforce. If it is set high, drag will he reduced, but 

so will the downforce which pushes your car onto the track. If set low however, your 
car could ground on the road surface. Ride height settings haye a knock-on effect on 
your suspension. 

Gears: Your gearbox has six fonward gears. The first three are considered "restart gears" and 

are usually set for optimum acceleration out of the Pits. The top gears are usually very 
closely set, with the top gear only used when in the draft of the car in front. Setting 
gear ratios correctly for each track Is essential. 
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Camber: Camber is used to maximize the contact patch of each tire, if tine tires on the right 

side of the car are hotter on the outside edge, they will henefit from a negative 
camber The opposite is true of the tires on the ieft side ot the car. Use camber to 
spread M ioad as evenly as possibie across each tiro. 

Toe-in: Toe-in puiis the car bacl< straight when it ia disrupted bv, for example, a bump or gust 

of wind. Increasing toe-in can help to cure a car that is unstable on the straights and 
can also help to generate scrub (friction) on the front tires, creating heat and 
improving grip. Toe-out is a bad idea and should be avoided. 

Wings: The wings on your car pioduce downforce and extra grip at a cost to drag and top 

speed. Wings can also be used to correct over/understeer. 

FuiGS, caunaKS a pmhbitks 

Throughout your races, various flags are shown to the drivers to communicate the current status of the 
competition. These are. as foiiows: 

Green Flag: Starts the race and Indicates a restart. 

White Flag: Shown to the ieaderat the beginning of his or her final lap, 

Blue Flag: You should consider other drivers about to overtal^e you. 

Checkered Flag: The end of the race. 

Yellow Flag: Caution Period - there has been an accident on track. Follow the marked car and 

maintain position. 

Black Flag: Vou are In violation of the rules. Enter the Pits at your next opportunity and suffer a 

time penalty. 

For a more complete overview of the rules, check cut the fiflasterclass section in the game. 

AwirfPi/pyfn 

Split Screen 

Up to four piayers can race at a time on one Xbox in spiit screen mode. First, select the number of piayers, 
then select the track to be raced and the distance. Finally choose the number of Al drivers that will be 
competing and select "Use These Settings" to progress to each player's setup. 

Player Setup 

Starting with Player 1 , each player In turn chooses the driver they want to race as and their Skill Level. 
When all players have completed their choices and selected "Use These Settings," the race wiii begin. 

Control Type 

See Options Menu > Controls 



System Link 

Select "System Link" to start or join a muifiplayer game using linked Xbox systems. 

Host: Use the options shown on the Host screen to define the parameters for ycur race. When you 

are finished, select "Start Session" to go to the race lobby. Your game will appear en the Join 
list of any linked Xbox video games systems. 

in the race lobby, press © to choose the iivery of your car and when you are ready to hit 
the track, press ©. The Host can select "Start" to begin the race at any time. 

Join: Ente r the game lobby of one of the gam es created on other linked Xbox video game systems 

by selecting a game in the Join list on screen. Choose your livery (©) and press © to show 
you are ready to race. The race will begin when the host selects "Start," 

Xbox Live 

Select "Xbox Live" to take part in a muitlpiayer game on Xbox Lii/e. You must previously have created an 
Xipox Live account and Gamertag . (Refer to the instructions su pplied vi^ith Xbox t/Ve for i nformation on liow/ 
to do this.) If you are not already signed into Xbox Live, choose a Gamertag and proceed, or "Create Mew 
Account" to return to the Xbox Live Dashboard and create a new account. 

Quick Match:Quick Match is the quickest and easiest way to get into a game. Select "Quick Match" to 
automatically locate a race and enter the game's lobby. 

OptiMalch; OptlMatch allows you to specify exactly what sort of game you're looking for Define the 
criteria for your game search (i.e, track, no. of laps, etc), then press © to display a list of 
games running that match your preferences. Select a game in the list displayed to go to the 
lobby for that game. Choose your iivery (©) and press © to show you are ready to race. 
The Host can select "Start" to begin the race at anytime. 

Note:\t you join a game where players are already racing, you must wait for the current race 
to finish before starting to race. 

Create Use "Create Session" to follow the options on screen and set up your own game for others to 
Session: join. If you want lo enable anyone to join, set "Invite Only" to OFF, however ii you only want 

people from your Friends list to be able to drive with you, set "Invite Only" to OfJ, and invite 

piayers to join. 
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aPTiaNSMENU 



Select "Options" on the Main Menu to adjust game sellings: 



Controls: 

Steering Wheel Options: 

Audio: 

Display: 



Select your preferred controller setup from the available options. 
Configure steering wheel controllers. 
Adjust the uolyme of sound elements within the game. 
Select the color of the Head Up Display (HUD). 



Advanced Game Options: 



Transmission: 
Auto Al Adjust: 

Caution Period Autodrive: 

Traction Control: 
Speed Assist: 



Select automatic or manual transmission (see On the Tracf;). 

With this "on," Al drivers wiii adjust themselves to your sl<ill ievel. With this 

setting off, they will drive af 100% efficiency. 

Aiiow Autodrive to take control during Caution Periods (yellow flags} to 

ensure you do not violate the race rules. 

Set the default Assist for the Easy and Normal skill levels. 

Set the default Assist for the Easy skill level. 

Note: available Assists can be turned on or off through the Pause Ivlenu. 

PHUSE MENU 



Press liijjt' at any time during your race to activate the Pause Menu and access the following options. 
The actual set of options that appear on the Pause Menu depend on the part of the game from which it is 
activated. 



Resume; 


Return to race. 


Quit Race/Test Drive: 


End the race or Test Drive and return to menus. 


Restart Race: 


Return to the grid and take another hit at the race 


Replay: 


Check out saved replay action. 


Assists: 


Activate or deactivate In-race assists. 


Abort / Waive: 


End qualification (see Qualification). 
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THE C0DEMA5TERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT 



IwreRlAMI ■ Wm CAREFULVi THE ACCOMPANYING PROGR/JVl (WHICH 
It^CLJDES CDE^PUTT^H StlFlWARti PROGRAM, THE MEDIA ATJD REIATCD 
DOCUMErJTATlOH IfJ PRiNTtD OR ELECTRONIC FDRM) IS UCtNSbD TO VOU 
m IWE TERMS SET FORTH BELOW, V^HICH COMSTITDTES A LEGAL 
AGREEMEMT BFTWEEN YOU AND TWE COOEMASTtRS SDFrWARF COMPAPJY 
LIMITED, ("CODCPAflSTEHS"}. BY USINS THE PROGRAM, YDU AGREE TO BE 
LEGALLY BOUND BYTIIETERMS OFTHIS AGREEMENT WITH CODEMASTERS. 

THE PRf)GfiAM is protecled by the copy/ighl laws of the United States, 
inlernaljDnal copvngtit trcades a^d convenliDns and other laws, The Program 
is lIcGnseri, aisd noE Kold, aid this Agreemert confers no lille or ownership to 
the Program or m; copy Biereof. 

1. Limited Use License. Cndemasters grants '^m tliE non-D)(t:luslvc, nnn- 
traiiiSferabla, United right and license fo use are copy of the Program soteiy 
for your personal use, 

2. Ownership. All inle!lecti>al property fights ii and to ttie Program [IncJudlng 
but not Eimited to video, audio and oilier contert incoiporgted thGrein) and 

f Ifi to aw and all copies thereof are owred by Codemasters or its liceraors, 
and you recnim no Eight or interfist therein other fen the limited license in 
paragraph 1 liereot. 

VOU SHALL NOT: 

* Copy the Program. 

' Sell. F?nt, lease, license, distribute as otherwise fransfer or mal^e available 
lo anv otlier person the Program, in whole or In part, or use flw Pragram or 
any part thereof in any wmmeraal context, Including but not limited to use 
in i3 service bureau, "cyber cafe", computer gaming center or any other 
comniercial locaBon b which multiple users may access ttie ProgTarn. 
Codemaslers may offer a separate Sits License /^reement to permit you b 
malfe tfie Program available for commorKiai use; see the contact 
information below. 

* Rei/erse engineer, deri^'e scarce code, modify, dKompile, disassemble, or 
create derivativE works of the Program, Ir wfiote or In 'part. 

' Remeve. disable or circumvent any proprietary notices or labels ttmtalrtetf 
onorwittiinthe Program, 

' Enport or re-export the Prog ram er gny copy or adaptation in violation of ^y 
applicable U,S, export restrlctioas orottier |gw&or regulations. 

LIMITED WARRAiyTY. Codemasters warrants to the original consumer 
pirrchaser of the Pro<iram that the recording medium on which the Pm^m is 
recorded will be free from defects in material and workmanship tor 90 days 
from M dale of purchase. If Ihe recording rsedium of a protfuct is ftjund 
defective within 90 days of oilginal purcSiase, Codemaslers agrees to replace, 
fres of charge, such product within such period upon Its receipt of the Product, 
postage (sid, w'ltti proof of Itie date of purchase, as long as the Program is still 
being manufactured by C<>1ema3ters, In the event tfiat (tie Program is no 
longer available, Cotfsmasters ret^ns the rgtit to substitute a similar program 
of equal or greater \ralue. This wananty Is limitsd to the recording medium 
containing the Program as originally provided by Codemaslers and Is not 
apppcatile and shall be mid If tiie defect has arisen through abuse, 
mistreatment, or neglect Any implied warranties prescribed by statute are 
expressly limited to the 90-<Jay period descriiiBd above. 

RCEPT AS SET FORTTt ABOVE, THIS WARRA^rTY IS EN LIEtJ OF ALL DTMER 
WARRANTIES, WHETHER OfWL OR WftinEN, EXPRESS OR IMPLIED, 
INCLJDING ANY WARRANTY OF MERCHANTABILffY, FITNESS FOR A 
PARTICULAR PURPOSE OB NON-INFRINGEMEHT At^D NO OTHER 
REPRESEtTTATfONS OR Cmm OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 



Wlien returning the Program for waranty replacement please send the original 
proJuct disks onf^i In protective packaging and irKlnde: (1} a photocopy ot your 
dated sales receipt; [2} your name and returvi address typed or ciearty printed; 
13) a brief note descijbing the defect, the probleni|s] you ericaantered andlhe 
system on which ^rr are running the Program; (4) if you are reluming Ih^ 
Program after the BO-day vjarranty period, bul withiJi one year after the date of 
purchase, please include check or money order for $1 6 U.S, cnrrency per CD 
orltoppydlskreplacemerL Note: Certified mall recommeaded. 

Send to: 

Warranty RepEacements, Codemasters Inc.. PO. Box 2 1 50, Cakliurst, UA 93644 

UMfTAllON ON DAMAGES- W NO E^^TWIL CODEMASTEBS BE UABtf FOR 
SPECIAL, INCIDEMTAi OH CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSEOH, USE OR MALFUNCTION OF TliE PROGRAM, iNCLUDING 
DAMAGES TO PROPEKlV, LOSS OF GOODWItL, COMP^R FAJLURE OR 
MALFllfiftJION AND, TO THE EJTTEfJT PEPMIHED BY LAW DAMAGES FOR 
PERSONAL INJURIES, EWEN IF COOEMASl ERS HAS BEEN ADVISED OF THE 
POSEIEIUTY OF SUCH DAMAGES. CDOEMASTER'S llAfSILUY SHALL NOT 
EXCEED THE ACTUAL PRICE PAJD FOR^EUCENSE TO USE THIS PROGRAM, 
SOME STATES/COUNTRIES DO NOT ALLOW UMITATIONS OM HOW LONG AN 
IMPUED WARfiAN^ LASTS AND/OR TliE EXCLUSION OR UMFTATlOfJ OF 
INCIDENTAL OH CONSLOUENTIAL DAMAGES, SO THE ABO^ Lif^fTATIOt^S 
■ANO/OR EXCLUSION Oft LIMITATION OF LEAEiLITY PMY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YDU SPECIFIC l£[^l RlGHlS, AND YOU fMY HAVE 
OTHER RIGHTS WHICH VARY FROM JURIS DICTION TO .JUftlSDitiTlON. 

TERMSNATIDN, Without prejudfce to any ottier rtghts of Codemasters, this 
Agreement will terminate automatically If you fail to comply with its terms and 
condifejis. In sucli e^^ent, i^u must dK&oy ail copi^ of flie Program anrf all 
nf its ccmponenl parts, 

IIS. GOVERNMENT RESTRICTED RIGTrrs,Ttie Prr^en aid ctocamentalion Imve 
beei develoiKd entirely at private espease and are proi/ided as "Commercial 
Computer Software" or "restricted cmpuler software." Lise, duplicatior or 
disclosure by tlia U.S. Gwemment or aCS, Govemment subcontractor is subject 
to the restrictions set forts in subparagraph 5c[l1)(iii of the RIgbts iri Teclinical 
Data and Computer Software clauses In DFARS 252.227-7Q13 or as set forth ir 
sabparagrapb (c)(1) and [2] of tiie Commercial Computer Seftwars Restricted 
RlgWs Glauses at FAR &2,227' 19, as applicable. Tbe Contractor/Manufacturer 
is Codemasters Inc, RO, Box 2150, Q^urst, CA ^3644 

INJUififCTION. Because Codemasters would be irreparably damaged if ttie 
terms of this Agreement were rot speclflcaHy enforced, you agree that 
Codemasters sliall be eatitled, vjithout bond, other security or proof of 
damages, to appropriate equitable remedies witfi respect to breaches of this 
Agreement, In addition to such other remedies as Codennaslers may otherwise 
have under appltcgble laws. 

INOEMMRY, You agffic to indemaify, defend and tiold Codemasters, rts partners, 
affidates, contractors, officers, directors, employees and agerls hannless from 
a)l damages, leases and expenses arising directly or indirectly from your acts and 
omissions to acl in using tfie Product pursuant lo the terms of this Agreement 

MISCELLANEOUS. This Agreemeni represents the complete agreement 
concerning this license between tlie parses and supersedes all prior 
agrsaments and rspresentationE between them, tl may be amended only by a 
writing executed by tioth parties. It any prawislDi of this Agreemeni Is held to 
be unenforceaWe tor any reason, such provision shal3 be relormed only to tiie 
extent necessary to make rt enforceable and the remaining provisions of this 
Agreement ^all not be affected. This Agreemeni shall be conslRied under 
Callfomia law as such law is applied to agr&ements belvjeen California 
residents entered Into and lo be perfomned witliln California, except as 
governed by federal law arid you consent to the exclusive jurisdiction of the 
state and federal couris In Los Angeles, California. 



if yoj have any questions concerning this license, you may contact Codemasters at: 

ThB Codemasters Software Ccmipahy Limited^ PO Box 6, 

Leamington Spa Warwickshire CV47 22T Unit&d Kingdom. 

Tel ■h44 1926 814 132, Fax +44 1926 Bl7 595- 



nCHMICm SUPPORT 

Codemasters Inc. 

Tel 646-432^6888 

URL: http://wwwxodemasters.com 

E-mail: custseruice@codemastersusa.com 



© 2004 The Coffemaaters Somvare Company Umlted fCo(:r::r..r'.'i:,"i ,'Vi . ii.i:, re&erved, ■'Coduinasters"® is a regislcred irademark owned by 
Codem^tara, "GENIUS AT PLAY"tm is a tradGmark of CDdemeslKr. ■ ii ' i y.; !■. ■- :.n| Leaniie", IndyCnr^ "IndlanaiJOiis SDO", "Indy 50D". "Indianapolis 
Motor Speedwav"and "The Greatest Spectacle ic Racing" are \w.\\ :, n .i ii, .|.;i:,'-:-: <il Brichyaiil Trademarks, fnc, used under license. General Motors 
Trademarks used unrter licenseto Codemasters. All oilier copjijiii-. .i; ■i,iih'iii.iiKj> am Hie property of Itieir respective owners. Features the full 
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reserved, Dolby apd the douhie-D symbol are trademarks of 'Dolliy Laboratories, 

Microsoft, Ills Micromfl Game Studios logo; OptiWatcb, Xhox, Xboi( LIvOh Uio Xhon ioQij. iliE> XliQi; Live logo, the XSN Sports logo are either registered 
Irademarks or trinJemartss of Microsoft Corporation ia tbe United Slates ard/or"otlier coantrles. and are used under license from Microsoft. 
FOR HOME USE I3NIY Urauthorlzed copying, adaptation, rental, iendiag, dislributlon, exiraction, re-sale," arcade usa ctiarging (or use, broadcast, public 
periormaace and inlsrret. cable or anii telecommunications transmission, access or use of this product or any trademark or copyrl-gfit work that forms part 
of this prodLict pro prohibited. 



